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Abstract

This article discusses a participatory design project that aims at creating a collaborative design
among architectural students, visitors, and zoo management in designing street furniture and selfie
spots in city zoos. Participatory design is used in the design process to get the users’ and designers’
interpretation of the space, improve design outcomes, and increase the community awareness of
their surroundings. As part of the Universitas Indonesia Community Engagement Program, the zoo
design project fosters a collaborative design between the university and zoo community and
supports the educational, conservational, and recreational goals of Ragunan Zoo in Jakarta.
Designing street furniture and selfie spots can hopefully be parts of improving the quality of public
space in the zoo. Students and lecturers who usually have limited opportunity to collaborate now
have a chance to interact with visitors and the zoo management during the research and design
stages while visitors actively collaborate in informing their needs and perception of the space. The
zoo management also provides information on their goals and missions so that students can develop
and convert the education, conservation, and recreation goals of the zoo into designs. In conclusion,
the participatory design approach applied in the zoo design not only allows students to deal with
real-life issues in design but also enhances space quality through community participation.

Keywords:

participatory design; community engagement; city zoo; public space; Ragunan Zoo; street furniture;
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1. Introduction
Community engagement and participatory design has a strong connection. Some people even
challenge how architects deal with local contexts and environmental issues in designing built
environments because there is still a relatively limited collaboration between designers and
users (Frampton, 1991; Sanoff, 2000). Recently, some designers and planners promoted
community engagement in designing public spaces. Community engagement has recently
gained popularity as a basis for good urban design, and it also has become a constant theme in
design education. Participatory design is an approach that pushes all stakeholders, such as
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professionals, partners, and users, to actively collaborate in the design process to ensure that
the result meets the needs of all stakeholders (Robertson & Simonsen, 2012). The idea of
participatory design, which emerged in the late twentieth century, views planning and design
as an extending interrelationship among stakeholders, with dialogues as the crucial media to
resolve a disagreement and engage in participatory actions (Holgersen & Haarstad, 2009).
As an illustration, regular architecture programs usually focus on studio-based modules,
where theories and practices are implemented in supposedly active learning formats
(Rodriguez, 2017). The importance of active learning in architectural education has led to some
experiments and strategies, including the use of participatory design methods (Pedersen, 2016;
Sanoff, 2008) mentioned that users’ participation during the design process in architecture is
necessary. Community involvement is a part of non-inclusive design practices (Sanders &
Stappers, 2008). One of the approaches for introducing the participation concept is to offer
students the opportunity to directly interact with users and expose them to social and cultural
diversities (Hasanin, 2013; Salama, 2009). Learning from real-life experience can lead students
to have lifelong habits of understanding public interest and building the skills needed to deal
with the intricacies of real-life problems (Eyler, 2000; Sanoff, 2000).
Universitas Indonesia (UI) launched a community engagement program that aims to
promote collaborations between the university and local communities, as a part of UI’s
responsibility to make real contributions to the society. This program allows the mutually
beneficial exchange of knowledge and resources, in a context of partnership and reciprocity,
between institutions of higher education and communities. Researchers have documented
university–community partnerships that have reinforced faculty, students, institutions, and
communities. They have found that, among other advantages, learning from real-life
experiences can allow students to have lifelong habits of understanding public interest and
building skills needed to deal with the intricacies of real-life problems (Eyler, 2000; Sanoff,
2000). The project discussed in this paper is a collaboration between the design team from the
Department of Architecture of UI and the management of Ragunan Zoo in developing public
space design in the zoo.
There has been a rise in interest on public participation in the development of public spaces
derived from the recognition of people’s potentials to contribute to design decisions related to
local beliefs and attitudes (Arnstein, 1969; Moomaw, 2016). Participatory design means
investigating, understanding, and supporting reciprocal learning processes through bottom-up
design methods as they unfold among participants during the design process. It inevitably
requires the participation of users and stakeholders in the design process (Kensing &
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Greenbaum, 2012), including the designer who should provide ways for a user to share their
own ideas and insights. A designer should have insights into how to facilitate a collective
design process within academic and practical approaches to have the best of creativity and to
take users as design partners (Sanders & Stappers, 2008). This approach is applicable for
designers who aim to learn the realities of the situation of those who will use their designs, and
the participatory design process can improve the quality of public space design and community
awareness of their surroundings (Booher, 2008; Howarth et al., 2017). It is important to
understand how the design process should be organized and who should be involved on the
design work to obtain a good understanding.
This article aims to discuss the participatory design process and how the process that
provides real situations in design help to enhance the quality of a public space. The
participatory design methods offer users to understand the design process and reveal an
unexpected depth of the problem that a simple quantitative approach usually cannot show
(Guijt, 2014). We collaborated with our partners in Ragunan Zoo, so that students can
participate in designing public spaces in the zoo. A participatory design allows design students
to have an opportunity to conduct research and propose a public space design in the zoo that
suits the existing conditions, needs of visitors, and zoo management. Accordingly, this effort
may enhance the quality of visits through educative and fun experiences for visitors (Clayton,
Fraser, & Saunders, 2009). Design intervention can help visitors to value their visits, learn from
zoo collections, and participate in the conservation. The project is expected to improve the
ability of visitors to enjoy their visits and have time to learn from the surroundings because
zoos have a significant role in the conservation and education program (Correa de Jesus, 1994;
Cornell, Sorenson, & Mio, 2003). The goal is to create a memorable visit for visitors while in
the zoo and to learn from the surroundings.
Ragunan Zoo, located in the south of Jakarta, is home to 2,000 specimens and more than
50.000 trees. It has become a popular holiday destination for people who live in Jakarta and its
surrounding areas. The 14-hectare zoo offers an affordable entrance price for people to enjoy
animal collections and a large greenery area. The zoo is also one of the favorite destinations of
families and school children to have good recreation and educational spaces. It gives a
comfortable environment and public space for the people in the city. Aside from educational
and conservational facilities, such as Schmutzer Primate Centre and animal collections, the zoo
also provides recreation centers for visitors to spend their holidays. However, the existing zoo
facilities, such as outdoor furniture, are not sufficient for visitors, and some even have an
unsatisfactory design.
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There are some design issues that the zoo management has to deal with so that they can
serve their visitors better, take care of animal collections, and educate visitors on animals and
the environment. For instance, there is limited animal information and a lack of signage that
confuse visitors in exploring the zoo. The lack of animal information and public facilities
reduces visitors’ motivation to fulfill education and conservation purposes visitor satisfaction
with zoo experience is related not only to safety and sustainability but also to information
services and recreation facilities (Coley, 2019). In addition, urban zoos have potential to
provide a healthy public space for the city, which is not yet thoroughly elaborated in most urban
zoos (Jabareen, 2006).
The concept of providing street furniture and selfie spots in zoos aims to enhance the quality
of visits, support social interaction among individuals, and make the surrounding environment
a more pleasant place for interaction. Therefore, the zoo management’s need for a good street
furniture design integrated with circulation, public space, and attractions in the zoo is very
significant. The concept of designing a selfie spot is also proposed by the zoo management to
create memorable visits for visitors.
This paper discusses the participatory design process in designing street furniture and selfie
spots in Ragunan Zoo and argues that using participatory design knowledge in creating street
furniture and selfie spots can promote strong collaboration among zoo management, design
professionals, design students, and visitors. Offering the opportunity to directly work together
with real clients and users for design students is arguably the best strategy for introducing
participatory design (Salama, 2009). In addition, good integration among stakeholders in the
zoo by providing integrated street furniture and selfie spots to the existing zoo contexts helps
to create landmarks and unique identities of public spaces in the zoo.

2. Methods
In this study, participatory design projects, results, and significance of collaboration for
stakeholders, including architectural students, were analyzed. Quantitative and qualitative
approaches were used in analyzing the design process and assessing the results of the projects.
The quantitative method was used in mapping and documenting existing conditions, such as
vegetation, landscape, and traffic patterns. As a way to map existing conditions, the team
conducted site visits at various times, such as during weekdays and weekends and in the
morning and afternoon and observed the use of space and visitor activities. Between March
and May 2019, the teams conducted a site visit and interviewed visitors to determine activity
patterns. After analyzing the activity patterns and existing physical conditions of the site, the
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teams elaborated on the possible interaction of visitors in the zoo and proposed some design
ideas.
This project aims at a collaboration project in which the management, design students,
lecturers, and visitors were included in the process and benefited from the design project.
According to a community-based perspective, the participation of community members should
be central to create local concerns (Moomaw, 2016). In this Ragunan Zoo design project, the
mapping of visitors’ movements and preferences while in the zoo is significant for the decision
taken during the initial design.
The study uses a qualitative method, such as acquiring information on how visitors have
their preferences in exploring the zoo. The team conducted site visits and analyzed existing
conditions, interviews, and discussions, especially in understanding responses from users and
feedbacks for the design project. Through visitor participation, such as determining which
collections and paths in the zoo are crucial for their visit, the proposed design arguably helps
to improve the quality of public space and make the surrounding environment a more pleasant
place for interaction (Roe, McConney, & Mansfield, 2014).
The significance of this participatory design relates this project to the idea of community
engagement, in a way that zoo management not the only party concerns who should decide
how visitors explore the zoo. Participatory design means strengthening reciprocal learning
processes through a bottom-up design approach as they open up the needs of participants during
the design process. The participation of community members should be essential for copying
user concerns and local contexts (Cleaver, 1999). This approach is very relevant for designer
students who want to learn the realities of situations.
The participatory design process for street furniture and selfie spots for Ragunan Zoo goes
through several stages: First, the team undergoes preparation during the lecture time, which
includes a literature study to determine relevant references for the design. The team discussed
the results of the literature study and made a focus group that comprises architectural students,
zoo management, and experts in landscape and furniture designing to obtain inputs for the
design concept.
Second, a field survey was conducted to map the vegetation, contour, sunlight, and
possibility of development. The survey involved observing visitors’ behaviors and
understanding how to integrate the elements of furniture used for various purposes, such as
seating, pointing directions, and selfie spots, which simultaneously can create a new impression
of the place. Analyzing user behaviors provides valuable information on traffic patterns, and
survey studies reveal characteristics needed in accommodating user preferences. The data
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gathered were then analyzed so that students could create a response to the need for street
furniture and selfie spots and a comprehensive design and give a memorable experience for
visitors. The team created initial designs, conducted discussion sessions, and then presented
the results to the zoo management.
Third, in the design stage, the students proposed design alternatives to enhance visitors’
experience in exploring the zoo. These proposals were presented to the zoo management to
obtain some feedback for the development. The design stage is a crucial stage of the process
as suggestions and opinions from visitors and the zoo management are valuable in making
decisions and developing the design. We believe that visitors can give valuable inputs for the
program in designing public spaces or themes that emerge from the mapping of how visitors
explore the zoo. This stage is an effort to connect designers and users and offering a possibility
to improve the quality of public spaces in the zoo.

3. Results and discussion
Public spaces in the zoo have undergone changes with the changes of the city, such as the
spread of the modernist vision and ideas of conservation and diversity. Nowadays, a zoo is not
only a collection of animals that offers leisure and entertainment. It has also become a potential
public space for increasing community interactions. Some ideas and efforts have been used to
promote public engagement with the development of public spaces, including public spaces in
the zoo. Accordingly, good strategies are required to have good partnerships between designers
and users. Universities, with their resources and networking, can contribute to the development
of urban areas and capacity by applying some design theories and methods to local contexts
(Benneworth, Charles, & Madanipour, 2010).
Street furniture is an essential part of the urban outdoor design; the collection of furniture
placed on streets serves different purposes and significantly contributes to the urban experience
(Uffelen, 2010). Street furniture covers various items, such as lamp posts, benches, and
signages. Street furniture provides various purposes in public spaces, such as comfort, seating,
lighting, necessary information, and protection. Designers should integrate street furniture into
public spaces to strengthen the interaction among individuals. Regardless of the type of
furniture set into the public space, the functional and physical properties should be carefully
designed to support users’ needs and enhance the surroundings. The role of street furniture
serves similar purposes with the furniture in a house that renders urban spaces livable. Street
furniture, in this case, constitutes a significant role in activating urban identity (Uffelen, 2010).
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Selfies are photos that one has taken of oneself, usually using smartphones. They become a
form of communication through the image that people create to express themselves to their
surroundings. They also work as a visual memory of events and experiences that individuals
have. In this regard, it is merely natural for people to take some pictures during their visits to
recreational places or tourist destinations. Concerning Ragunan Zoo, there are limited spots
designated for selfie spots and supporting features to create a visual memory experience.
Accordingly, to reinforce the meaning of a place, a designer should use the physical form as a
point of reference (Lynch, 1960). Creating street furniture and selfie spots in Ragunan Zoo can
be related to building landmarks and specific identities for particular attractions and important
places. Therefore, designers should integrate street furniture and selfie spots into existing
conditions and the attractions in the zoo. In a broader perspective, creating landmarks and
identities for spaces can be a part of a branding strategy for zoo management as providing
pleasant places for interaction.
During the last three years, we have administered various community engagement programs
with Ragunan Zoo in Jakarta, which mostly used a participatory design approach to support
zoo management in designing public facilities in the zoo. The topics for the design project
come from the proposed plan of the zoo management to the government in early January. We
usually submit a proposal to UI to get some funding for the operational cost. In our community
engagement program, creative ideas were derived from the good collaboration with zoo
management and visitors, so it is necessary to have a good engagement with the local
community. The purpose of this design project is to design street furniture that supports
visitors’ needs in exploring the zoo. By providing facilities in the public space, visitors can
hopefully have a good time and a memorable visit. One of the important things is finding out
the uniqueness of existing features and how people use the space.
The collaboration in the projects includes various actors, such as a group of architectural
students and three lecturers who want to conduct research and propose a design in the zoo
environment. Forty students from the “Furniture: Context, Response, and Object” class joined
the project during the semester event in 2019. Other important actors are visitors who actively
provide information and set the needs and the zoo management, which includes the Information
and Service Department and Facilities Department, who will eventually implement the designs.
There are two crucial points in the zoo design. The first is creating a unique experience for the
visitors and the second is connecting visitors to the idea that a zoo is a place for education (Coe,
1985; 1997). The second point may be visualized from the idea of a naturalistic zoo
environment that gives visitors the sense of being in the habitats of animals.
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Architects play a significant role in engaging the public into the design process and have
capability over the methods and tools in designing. However, the results may involve technical
and complex processes that are often different from the daily expressions that people may have
in their lived experiences (Holgersen & Haarstad, 2009). Moreover, the interrelation issue
between professionals possibly restricts the participation of some people. The involvement of
design students can help in bridging professionals and users while also offering an
understanding of how participatory design can create satisfactory expression for users. Students
can facilitate the two ends through their access to professionals’ consultations and their
affiliation with universities and fascination to learn from their surroundings. Based on the
participation design, students may have a role to make design a more tactical practice, and
lecturers have a role to expand thinking from an educational perspective and promote mutual
understanding between designers and users.
The design process involved several stages: First, the team, which consisted of lecturers and
architectural students, conducted a literature study to have some references on zoo and street
furniture designs. Then, the team conducted field surveys to map existing features–natural and
built environments–and generate some possibilities in the design. In this stage, the team
interviewed visitors and observed their pattern in exploring the zoo, including how visitors
wanted to experience the space. All of this information was then analyzed and discussed with
the zoo management to obtain feedback for the development of the design. Later on, the team
proposed some design alternatives for the street furniture and selfie spots concerning existing
conditions in Ragunan Zoo. During this stage, the team also organized a focus group discussion
involving the management, design professional, and architectural students.
During the early stage conducted in the studio, students were divided into small groups, and
each group surveyed the need for street furniture and selfie spots in Ragunan Zoo. The
observation performed at the survey included documentation of site properties, attractions,
visitor behaviors, and interviews with visitors and the zoo management. During the survey, the
students tried to understand the site and interacted with visitors so that they could propose ideas
that came from a combination of the site analysis and the response of zoo visitors. Students
developed their design ideas with an active discussion among group members and lecturers and
then presented them to the zoo management.
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Figure 1. Study of visitor behaviors in the zoo
Source: Department of Architecture, Faculty of Engineering, Universitas Indonesia (2019)

It is necessary to create a unique experience for visitors and connect the experience with the
bigger idea of having the zoo as a place for community education and immersing the zoo habitat
(Coe, 1997; Hone, 2014; Ludlum, 2003). Therefore, the team comprehensively analyzed the
site to determine potential sites that are crucial for the street furniture design. As seen in Figure
1, students identified important points, especially from their site surveys, for their initial design
program. These points included providing facilities for visitors by accommodating existing
vegetation, light intensity, visitor flow, and specific activities related to attractions in certain
places. The results were several design options made by considering the existing vegetation,
visitors’ experience, and budget.
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Figure 2. Analysis on how visitors take selfies
Source: Department of Architecture, Faculty of Engineering, Universitas Indonesia (2019)

The site studies conducted by the students resulted in the understanding of visitors’ behavior
and pattern in using spaces in the zoo. For example, places with good backgrounds, complexity
of sunlight and shading, and having sufficient properties seemed to invite visitors to take a
selfie. As Whyte (1980) said, “… the quality of experience, which can be much greater when
there is sun.” Based on this statement, people tend to seek the sun, and given the right spots,
they will sit in surprising numbers under the shade. Moreover, preferred and settled furniture
can attract people to outdoor spaces and enjoy using these spaces (Yücel, 2013). The findings
were essential for designing selfie spots. The selfie spot design should be attractive.
Accordingly, it can become a passive–active branding and promotion tool for the zoo through
the visitors’ social media. Figure 2 depicts examples of attractive backgrounds that include
greenery, animals, or cages and some public arts, such as murals, that give aesthetic quality
and identity to the place.
In designing the street furniture and selfie spots, students also conducted programming and
implementation. In the programming stage, possible furniture was plotted on a map. During
this stage, the students proposed a strategy to design the furniture and selfie spots as a way to
connect the designated spaces with entrances and important decision points to reach favorite
destinations. The appropriate integration of street furniture into the design of a public space
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constructs identity and evolves a sense of place around it. Therefore, each group of students
needed to propose the concept of selfie spots as the integration of visitor behavior and
buildability. As expected, each group came up with various design alternatives and scenarios
in the zoo considering that they had observed and interviewed different target groups. Design
ideas were then presented to the zoo management, which were deemed unique and creative
because they were derived from various interpretations of the site and users’ behaviors.
The following part is a discussion of the process and results of student involvement in the
participatory design process.
One of the groups designed a selfie spot that served as a complex landmark and signage to
help visitors in exploring more areas of the zoo (see Figure 3). These selfie spots become public
works of art that can serve as focal points on streets and in public areas, and eventually, they
can give these spaces a unique character. The group considered animal attraction with how
people wanted to enjoy the space while resting and sitting. The idea of the design was derived
from visitors’ favorite paths in exploring the zoo and the sequence of attractions that visitors
would encounter. A designer should consider users’ needs and preferences in designing a
successful installation in a public space. The students analyzed the kind of expectation that
visitors had while approaching animal cages and overlapped their analysis with the
characteristic of animals in the chosen place to create a layering concept. The idea was to have
“pose spots”–each spot was in a form of a favorite animal located near the cages. The layering
parts of the animals created unique sculptures. With a comprehensive understanding of visitors’
behaviors and good design, the results of the design allowed some possibilities for users to take
pictures. The design process resulted in pieces of enthralling street furniture that not only are
usable and attractive but also give artistic enrichment for visitors.
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Figure 3. Design of “Ragunan Word Hunt” proposed by the students
Source: Department of Architecture, Faculty of Engineering, Universitas Indonesia (2019)

Another group put their focus on giving information on animals and their habitats as part of
their proposal. This group created a “game” to match figures of animals with information on
their habitats embedded in a series of boxes put in areas suitable for selfie spots. When visitors
play the game, they focus on the display contents, which in turn raises visitors’ engagement
with the educational messages (Budge, 2018). Although some groups seemed to deal with only
one small area, the process of deciding which area they would take as their spot included an
understanding of how visitors will be intrigued by the boxes and use them as a fun game. The
results showed an exploration of information that should be placed on the box surfaces and the
ability to integrate colors, materials, and layouts of information for the boxes.
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Figure 4. Design of the “peacock” selfie spot proposed by the students
Source: Department of Architecture, Faculty of Engineering, Universitas Indonesia (2019)

Figure 4 shows another example of the selfie spot design made by the students. The selfie
spot is located in front of a peacock cage. In the design process, the students integrated
knowledge of site properties, such as the cage, with the visitors’ behaviors. The students
considered the location of animal cages and how visitors approached them before they decided
where to put the selfie spot. Furthermore, public art enriches the environment and brings public
spaces to life, ranging from objects to an entire streetscape (Cartiere & Willis, 2008). The
design was intended to be iconic and could be seen from various pathways so that visitors could
create a visual connection with many areas in the zoo. Aside from its function as a landmark,
the selfie spot also functioned as a furniture for the visitors to rest and watch peacocks.

Figure 5. Proposed materials for the selfie spots designed by the students
Source: Department of Architecture, Faculty of Engineering, Universitas Indonesia (2019)
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All of the groups needed to propose suitable materials for the furniture, and they had to
consider cost, portability, durability, utility, and aesthetic choice. Students went as far as
calculating the production cost of their design with the selected materials to have the budget
approval by the zoo management (see Figure 5). As shown in Figure 6, the students created
mockups in the studio to assess their design idea and tested its buildability. Finally, design
professionals evaluated the practicality of the implementation.

Figure 6. Mockups of the selfie spots made by the students
Source: Department of Architecture, Faculty of Engineering, Universitas Indonesia (2019)

The street furniture and selfie spot project allowed students to be involved in the design
process. The students actively attempted to figure out the best way to deal with conditions on
the site. Participatory design requires students to have hypothetical thoughts to help them
proceed through the existing conditions and problem-solving processes. This approach
stimulates learning outside the studio for students and makes them think and assess their
decisions throughout the design process. The role of lecturers in this project is to supply and
facilitate students with the necessary tools and resources to solve the problem. The
participatory design allows lecturers and students to engage in a student-centered pedagogical
method of designing while also giving real-life experiences for students to learn and contribute
to the society.
The involvement of zoo communities shows a process of non-inclusive design practices
(Sanders & Stappers, 2008) that connect designers with users from the early design stage. The
design process enables designers and users to perceive, understand, and interact. In the case of
Ragunan Zoo’s participatory design, although the usability for people has something to do with
general use, participatory is the key for public space design with large audiences like that in a
zoo. Feedback from these audiences is not easy to receive, and the feedback can be effective
for a wider range of people who visit the zoo. Moreover, the participatory design project in
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Ragunan Zoo does not aim to create a single solution for most visitors but to supplement a
design idea to accommodate visitors’ activities in specific spaces in the zoo.
Introducing the concept of participation to architectural students means offering students
the opportunity to interact with users (Hasanin, 2013; Salama, 1995). The interaction also
allows students to determine various responses to the site based on different times and
uniqueness of places and social and cultural diversities. Finding out visitors’ expectations while
approaching animal cages can be performed through a comprehensive study of how people
want to interact with the space and animals and how they act in groups. During the design
phase, all of the students agreed that user participation has extended their perspective on the
design process.
Zoos have an important role in the conservation and education program (Cornell, Sorenson,
& Mio, 2003). The aim of designing the zoo is to create a good space for visitors to enjoy the
collections and learn about animals, their habitats, and the conservation of the environment.
Some modern zoos have elaborated a unique approach of translating the recreational needs of
their visitors into a memorable experience for visitors and submitting them to a discrete set of
conservation messages. Apart from the functionality, the public space design in the zoo is
usually related to the zoo’s educational role. The design is also related to how the design will
contribute to the information and aesthetic needs of the visitors.
Participatory design means to support reciprocal learning processes through bottom-up
design methods, and this approach is appropriate for design students who want to learn from
real-life situations. Zoo environments provide information not only about animals and their
habitats but also several attributes, such as social contexts. Social experiences allow
acknowledging shared values for the environment and public space and using this knowledge
for design. Therefore, the participatory design process can enrich the quality of public space
and community awareness of their surroundings.
As a part of the participatory design, the students are encouraged to work together with
users. The participatory design also includes an application of human behavior knowledge; for
instance, zoo visitors are environmentally inclined to learn from and enjoy what they
experience. The results of visitor behavior mapping will assist designers in designing and the
zoo management in improving visitor experience. The fundamental goal is to encourage
visitors’ awareness and appreciation of animals and their habitats.
Along with the education function, zoo environments also have an entertainment function.
By creating an emotionally engaging experience in zoos, such as taking selfies, the personal
experience involving curiosity, fun, and connection to the environment can be impressive. Such
63
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connections can consequently provide an influential basis for empathy and concern animals
and ecosystems. Through visitor participation, such as deciding the kind of collections and
places in the zoo that are crucial for their visits, the proposed design arguably makes the
surrounding environment a pleasant place for interaction. Thus, this design project may
increase the quality of visits through educative and fun experiences (Clayton, Fraser, &
Saunders, 2009).
The quality of visits through experience means giving a memorable experience or an
experience that will undoubtedly impress people in the long run. The way the students tried to
create a situation that goes beyond the average stimulation is one way to achieve this. Creating
a game, for instance, is a novel and emotional experience that reinforces memory and gives
good entertainment and education. Creating an emotional connection among visitors, animals,
and sites comes from the idea of experiencing the zoo. Designers have an opportunity to create
an in-depth experience through a direct experience, surrounded by nature and immersion of
place and living creatures. For instance, with the “Ragunan Word Hunt” design, visitors can
feel personally involved and get excited about animal and nature conservation.
There are numerous opportunities for the use of the zoo in university programs. There is a
need for close collaboration with university lecturers to elaborate on the potentiality of the zoo
for enhancing learning and real-life experiences. Moreover, the zoo offers many possibilities
for quality research, including environmental education and participatory design. The role of
zoos to develop education is now accepted (Andersen, 2007; Eaza, 2008), and the broad
spectrum of educational activities provided by zoos not only is related to animals and
biodiversity but may also have cross-academic origins, such as design, technology, and health.
As a reflection of the design project with Ragunan Zoo, students gave their opinions of the
whole process. They mentioned some benefits of the project. Having real clients means that
they need to consider users’ parameters, by which users can judge their works. In addition to
contributing to the society, this kind of learning can be very informative for the design process.
However, some students also mentioned that realizing a design from scratch to a product
requires a lot of energy and collaboration, which sometimes makes them consider a personal
approach to people. In short, the project added realism to the whole design process.
Participatory design and real clients are relevant tools for enhancing relational and holistic
thinking in design education. They initiated discussions, such as the use of local resources and
the expression people used to convey their needs and lived experiences. Students were the
neutral party who wished to learn actively from their surroundings. They could help bridge
professionals and communities in the process of designing a public space.
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In using the zoo as a learning space, unpredicted learning happened that would not unlikely
occur in a studio or a classroom. For example, the students could directly experiment with
colors, shadows, or materials and projected their ideas in the zoo environment. Students learned
these skills and knowledge through experience without being exposed to classroom or studiobased teachings. An interesting result was revealed during the process when some students had
difficulty thinking about the outcomes of each design stage. For instance, visitor feedback on
how they would use furniture and selfie spots placed in front of the animal cage was significant
for the design stage.
The team evaluated the Ragunan Zoo participatory design from different perspectives. The
students assessed their difficulties in each phase of the design program. In the early stage, the
students had a bit of confusion to understand the participatory design process. However, they
were interested in this alternative design method. From a designer’s point of view, participatory
design has become a tool for capturing diversity in designing public spaces. During the design
stage, most of the participants agreed that visitors’ participation develops their perspective on
the design process. However, some students had difficulty deciding the variety of designs and
the information to share with visitors. During the design development stage, the students
realized that they need to have the ability to interpret the feedback from their design partners
and connect it to the design solution.
The lecturers involved in the program also performed evaluation on the design process,
which includes assessing the strengths and weaknesses of the participatory design. All lecturers
agreed that participatory design is a good method in incorporating existing conditions with
social interaction in design. There may be difficulties in the process if the designer’s role and
the way for facilitating the visitor’s needs are not well defined. The zoo management also gives
feedback for the program. For them, the participatory design requires systematic planning and
more energy. However, the result is worth because participatory design creates a significant
impact on the outcomes. Moreover, the zoo mangaement likes the active participation of the
zoo community and the design creativity of the students.
The research and design process of street furniture and selfie spots shows good collaboration
among stakeholders in the zoo and potential in implementing the participatory design. The
students appreciate the opportunity to work with real clients and design contexts, and a
collaboration exists among design students, lecturers, design professionals, zoo management,
and visitors. Although the students knew from the very beginning that not all their designs will
be built, they felt delighted to know that their ideas will become future references for zoo
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development. In the end, the Ragunan Zoo participatory design creates an opportunity for
students to learn from real-life issues and enhance the quality of space in the Ragunan Zoo.

4. Conclusion
The Ragunan Zoo design project uses a participatory design approach that attempts to respond
to the practical needs of the zoo and provide public space and facilities for its visitors. The
project intends to create collaborative interactions among zoo management, visitors, and
architectural students in design processes that improve the space quality in the zoo. The
collaboration of designers from UI in designing street furniture and selfie spots in Ragunan
Zoo serves various benefits for the stakeholders. The zoo management provides some insights
into the process of enhancing the experience of visitors through the design. Designers and
students can join the design process, which includes real design contexts and users to improve
public space designs.
The project was conducted by examining visitors’ behaviors and how to accommodate the
elements of furniture used for different purposes, such as seating, giving information, and
providing a selfie spot. To do so, the creative ideas of designers to form a good design can be
obtained through the study of the needs and uniqueness of the location and analysis of how
people use spaces in the zoo. During the process, students need to observe and interact with
visitors in formal and informal ways while visitors play their role as partners in the discussion
who can express their needs in the zoo.
This article aims to discuss how a participatory design provides students with an opportunity
to learn from living experiences, conducting behavioral-based research, and recommending
design solutions that students felt most connected to. This design collaboration can be applied
to enhance a conventional studio-based module into a participatory and user-centered design.
Visitors can participate by giving their opinions on the condition of the zoo and how to make
it better. The zoo management generated their ideas and criteria of how the design should help
the zoo to get their conservation, education, and recreation goals. Moreover, the participatory
design process can improve the quality of the public space design and community awareness
of their surroundings.
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